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WARNINGS 
Read Before Using Your Sega Saturn 

Epilepsy Warning 

A very small percentage ol individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television screen 
or while playing video games may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously unde- 
tected epileptic symptoms even In persons who have no history of 
prior seizures or epilepsy. If you, or anyone in your family, has an 
eprleptlc condition, consult your physician prior to playing. II you 
experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement or convulsions 
— IMMEDIATELY discontinue use and consult your physrcian before 
resuming play 

Warning to Owners of Projection Televisions 

Still pictures or images may cause permanent picture-tube damage 
or mark the phosphor of the CRT Avotd repeated or extended use 
of video games on large-screen projection televisions. 

Sega Saturn Video Game Use 

• The Sega Saturn disc is intended for use exclusively with the Saga 
Saturn " system- 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source 
of heat. 

• Be sure to take an occasional recess during extended play, to rest 
yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by the 
edges and keep it in its case when not in use. Clean with a lint* 
free, soft dry cloth, wiping in straight lines from center to edge. 
Never use solvents or abrasive cleaners, 

ESRB Disclaimer 

This product has been rated by the Entertainment Software Rating 
Board. For information about the ESRB rating, or to comment about 
the appropriateness of the rating, please contact the ESRB at 
1-800-771-3772. 
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This official seal is your assurance that this product meets the 
highest standard of SEGA " Buy games and accessories with 
this seal to be sure that they are compatible with the SEGA 
SATURN" SYSTEM. 
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GETTING STARTED 



1. Press Ihe Open button to open the CD door-Place the MechWarrior 2 
CD in the CD drive and close the door 

2. Press the Power Switch on your Sega Solum"* system to turn the 
power ON. 

3. Your system will automatically load MechWarnor 2. Alter a tew 
seconds, the MechWarnor 2 title screen will appear. (You can slop 
Ihe preview and bring up the title screen by pressing the Start Button 
on your Control Pad.) 





USING THE SEGA 
SATURN CONTROL PAD 

rhe following Control Pod conjuration js the default conjuration. 



Weapon Select 
Forward 
Jump Jet 




Pitch Up 



Objectives/ 
Pause 



oft Reset 



To reset the game and return to the title screen, press the Start and 
A. B and C buttons simultaneously tor two seconds. 



INSTRUCTIONS 

When you tum an the .Saturn game console, you will sec on introductory 
sequence, which can be interrupted by pressing the Start button. 
Whether you Interrupt the Introductory sequence or not. you will 
eventually come to... 



The title screen 


Press the Start button to no to the main menu 




THE MAIM MENU 
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The Main Menu screen has seven menu options which you can highlight 
and select: 




WOLF 

When you select the Wolf Clan r you will see an introductory movie for 
Ihe Wolf Clan and then be token to the Wolf Clan Hall In the Wolf Clan 
Hall, you can select one of three campaigns: Trial of Refusal (Irt 
missions). Wolfs Dragoons (four missions), or Frecblrth Trials (four 
missions)- You can press left/right to select the *Mech you want to pilot 
in the first mission Trial of Refusal is bosed on the campaign from the 
original MechWarnor 2 gome. Wolfs Dragoons and Frcebirth Thais are 
new mini-campaigns created exclusively for the MechWarnor 2 Arcade 
Combat Edition. 



Falcon 

When you select the lade-Falcon Clan, you will see an introductory 
movie for the lode-Falcon Clan and then be taken to the lode-Falcon 
Clon Hall In the Jade-falcon Clan Hall you can select one of three 
campaigns Trial of Refusal (16 missions). Crusader Trials {4 missions), 
or Inner Sphere Trials (four missions). You can press left/right to select 
the Mech you want to prlot in the first mission. Tnal of Refusal is based 
on (he campaign from the original MechWarnor 2 game Crusader Trials 
and Inner Sphere Trials are new mini -campaigns created exclusively for 
the MechWarnor 2 Arcade Combat Edition. 



Instant Action 

For those of you who just can't wort to jump into the oction. Instant 
Action mode is (or you. At the Instant Action menu screen, press 
lett/right to select the *Mech you want to pilot in combat, press up/down 
to choose a planet for battle, and press the A button to go to the 'Mech 
configuration screen. At the "Mech configuration screen, you can 
choose a different 'Mech, choose a different weapon variant, or group 
your weapons. Pressing the A button again will take you directly into 
combat. 



Training 

When you select Training, you will be taken to (he Training Main menu. 
At the Training Main menu, you have six menu options lo help you hone 
your skills: Objectives, 'Mech Handling. Weapon Usage, Hunting, 
Inspection, and Triol Test. In each case, you wtll enter a mission with a 
trainer who will help you improve your combat skills and get a feel for 
handling a 'Much To successfully complete the training missions, you 
may want lo select a controller configuration with torso twist and 
targeting from the Options menu. 

Load Game 

Af the Load Game menu, press up/down on the D-Pod to highlight a 
previously saved game and press the A button to select To play an old 
mission from a previously saved game, highlight the game file and 
press the C button Press up/down to seleci the name of the old mission 
you want to play and press the A button to accept Remember, each of 
your games is automatically saved upon successful completion ot a 
mission if o memory card »s present 

Password 

Upon successfully completing a mission a Password is displayed at the 
top of the debnefing screen. If you do not have a memory card, the 
password can be used to access previously completed missions To 
enter your Password in the Password screen, select the position of the 
cursor by pressing nght/lefl on the D-Pad. Press up/down to select the 
letter/symbol for each position When you have correctly entered the 
complete Password, press the A button. 

Game options 

From the Game Options menu, you can customize the setup of your 
game Press up/down on the D-Pad lo select an option and left/right to 
change the selected option. Control Setup will allow you to choose 
cither the default controller configuration or one of the additional seven 
configurations, rhe Difficulty setting lets you change the performance of 
the games enemy Mechs to an easy- medium, or hard level You can 
also set volume levels lor musk, sound effects, and voices from this 
screen. When you are done configuring your game, highlight and select 
the "Accept All Options" button lo return lo the previous screen. 
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To change or configure your Mech for the current mission, select 
Change Mech'" by pressing the C button from the Mission Briefing 
screen. To select a different 'Mech, press up/down on the D-Pod until 
the desired Mech is displayed Each mission has a maximum weight 
limit associated with ft, If a 'Mech is overweight for the current mission, 
"MECH OVERWEIGHP will flash on the screen and you will not be able 
to use that Mech, 

Once you haw selected a 'Mech. press left/right on the D*Pad to 
choose a weapons variant lor that Mech Mechs come equipped with 
two weapons variants, each providing a different and unique combat 
experience- After selecting o weapons variant, you may want lo group 
some of your Mechs weapons together in up to three different groups. 
This will allow you lo fire all weapons in a group simultaneously. To 
place a weapon in a particular group, press the C button, press 
up/down on the D-Pad lo select the weapon, and then press lefi/r ; ght 
on the D-Pod to select the desired group (A, B, C or none). Repeat this 
process for other weapons, then press the A button to accept your 
grouping choices WARNING. Grouping loo many weapons may cause 
your 'Mech to overheat and explode when fired. Press the A button 
ogam lo accept all changes, or press the B button to abort changes and 
revert to your anginal configuralion 



TEMPERATURE INDICATOR 

Finng certain weapons causes your Mech to generate heat. Your 
temperature Indicator (Temp"), located on the bottom/center of the 
Heads Up Display (HUD), measures the amount of heat that your Mech 
rs currently generating II tracks heal in three measures; BLUE ■ Normal 
Heal, YELLOW • Marginal Heat, and RED » Critical Heat. Your Mech will 
automatically shutdown for five seconds Just before overheating. You 
can override Ihis shutdown period by pressing all of Ihe buttons 
repeatedly CAUTION- If your Mech overheats. It will explode 



Game: Infd & Stats 



A BattlcMcch 1 pilot begin:* h>s career as a Mech Warrior — the lowest- 
ranking member ol the Warrior Caste with the right to command a 
'Mech. A Mech Warrior '5 ultimate goal is to become Khan of his Clan. 
For this highest honor, a MechWarrior must excel throughout his career 
by achieving each possible rank and surpassing the highest levels of 
Clan honor before being invited to Ihe lost Trial of Position for Galaxy 
Commander ond Khqn. 



1st Rank - MechWarrior 
2nd Ronk — Star Commander 
3rd Rank - Nova Commander 
4 th Rank - Star Captain 
5th Rank - Nova Captain 



Ath Rank -Star Colonel 
7th Rank - Nova Colonel 
8th Rank - Galaxy Commander 
Top Rank — Khan 



A player has lour Trials of Position missions in each original campaign 
in which he can improve his ranking. 



Upon successful completion of a mission, you will be given a score 
according to Ihe number and type of 'Mechs and objects that you 
destroyed in Ihe mission- The 'Mcchs and other objects are scored 
as follows: 



Aerotech Fighters - 15.000 
Elemenlal - 20,000 
Firemoth - 25.000 
Kit Fox -30.000 
Jcnner- 35,000 
Nova -40.000 
Storm Crow -45,000 
Mod Dog -50.000 



Heltbringer- 55.000 
Summoner- 40,000 
Timber Wolt - 70,000 
Gargoyle - 80.000 
Warhawk - 90.000 
Dire Wolf -100.000 
Power-Ups- 100,000 
Turrets- 5.000 



Objects in missions (walls, vehicles, etc.) - 1,000 lo 50.000 
Mission Objectives - 100.000 lo 500.000 



WER-UPS 

Small rotating objects that aopear floating throughout the landscape in 
the game ore power-ups. You can p*ck one up by simply walking 
through it A computer beep lets you know you vu received the power 
up, and the altectcd area of your Mech (heat indicator, weapon, radar, 
etc.) will turn white on your HUD, rhere is no limit to the number of 
power-ups you can pick up at the same time. The duration of each 
power-up varies. 



Power- Up 


Description 


% 


HEAT SINK - increases rate al wh*h heat is dissipated 
Ihrough heat sinks on the Mech's body 
Indicator; rhe word "Temp* on the HUD will turn while. 
Duration 30 seconds. 





IMViNCIBILtrY - Temporarily makes the player impervlus to 
enemy firt 

Indicator; fhe user 'Mcch wire frame will Turn white 
Duration 30 seconds 


% 


STEALTH - Allows ihe user to become invisible for a short 

period ol time 

indicator; held ol view indicator (V) on the rodar will 

hjm white. 

Duration 30 seconds. 


£5 


JUMP JET- Replenishes |ump jelslo maximum 
IndXatar: Jump let number will reset to maximum. 
Duration Restores lump lets to maximum amount. !0. 


♦ 


HEALTH Instantly repairs damaged system* and weapons. 
Will regenerate losl limbs. 
indicator: User Mech wfee frame will return to blue. 
Duration Will last until the Mech sustains damafte- 


m 


FIRE RATC INCREASE - Decreases the duration toe weapons 

recharge/reload 

Indicator: The box around the currently selected weapon will 

turn white. 

Duration. 30 seconds 


% 


weapons RELOAD - Increases all weapons to full 

ammo loodouf , 

Indicator: Weapons will reload lo maximum and weapon 

name will (lash red. 

Duration: Will losl until ammo \s depicted. 


i- 


SPEED BURST increases Ihe Mechs Max Speed by a tartar 

of 100%. 

indicator Speed bar will double in size. 

Duration 30 seconds 



Wcopon Tvp«i 


H«at 


Damage 


Range 
(In Waters) 


Targeting 
Typo 


inspection Probe 








250 


NON-LockJng 


ER loser ftg) 


72 


12 


1019 


NON-Locking 


Vt loser (Med) 


30 


7 


510 


NON-Locking 


ER Laser (Sin) 


12 


5 


255 


NON-locklng 


ERPPC 


90 


IS 


74rt 


NON-locfang 


Pulse Loser (Ig) 


60 


10 


815 


NON-Locking 


Pulse loser (Wed) 


24 


7 


408 


NON-Locking 


Pulse loser (Sm) 


12 


3 


204 


NON -locking 


Gouss kllle 





20 


1820 


NON- Locking 


IB 2-X AC 


3 


3/bullel 


800 


NON -locking 


LB 5-X AC 


3 


3/bullel 


700 


NON- locking 


LB 10-X AC 


2 


3/bullet 


rSOO 


NON- Locking 


LB 20-X AC 


2 


3/bullel 


450 


NON-Locking 


Machine Gun 





2 


175 


NON-Locking 


Ultra AC/2 


3 


3/bullet 


700 


NON-Locking 


Ultra AC/5 


3 


3/bullel 


600 


NON-Locking 


Ultra AC/10 


2 


3/bullel 


500 


NON-locking 


Ultra AC/70 


2 


3/bullel 


400 


NON-Locking 


SRM-2 


6 


2/miS5ilc 


4V7 


locking 


9SM 


5 


2/missile 


497 


locking 


SRM-o 


4 


2/mlss'le 


497 


Locking 


Streak SHM-2 


6 


2/missile 


497 


Locking 


Streak SR.W-4 


6 


2/missilc 


497 


Locking 


Streak SRM-6 





2/missile 


497 


Locking 


IKM-5 


2 


2/mlssile 


1000 


Loctong 


IRM-10 


2 


2/mlssilir 


1000 


locking 


LRM-15 


2 


Z/iriUk 


1000 


Locfcng 


IRM-20 


2 


2/mlssile 


1000 


Locking 
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Mech Info 



Firemath 

Wf:20 
Spd: 1<52 
Class: i.t 




Wcopon 


Ammo 


Locations 


.'rj-:ii - v 
Cm) 


Group 




V.RM-4 


100 


RIGHT ARM 


4V ; 






SSItM-4 


100 


LEFr ARM 


497 






PUiSE USER (MID) 




right rosso 


408 


A 




PUIM USER (MED) 




LEFT TORSO 


408 


A 





The Firemoih excels at Ihe "Hit and Run/ and con hold its own a>iamsi any light 
Mech Us exceptional speed allows ttro attack at close range, using its short- 
range missiles and medium lasers effectively regardless ol its opponents actions. 
One popular tactic ot the Rremolh is to race behind the enemy and cut down 
opposing Mechs. often before they ore even oware ol its presence After 
delivering its deadly poytood the Hretnuth con quickly slip bock behind friendly 
hnes. leaving any remaining foes far behind 



Kit Fox 

Wt:30 

Spd: 91 

Class: Lt 




\ 

i 



Woapo* 


Ammo 


Locarioni 


DiiTancc 

(0O 


Gioup 




E3 LASER (MED) 




IFFTARM 


510 


• 




PULSE USER CSM) 




LEH ARM 


204 


A 




SSRM-4 


100 


R/Gh: asm 


m 






L8-XAC-2 


90 


-:::-; >v 


-, , 







Death corner n small packages. The Kit Fox's arsenal packs awesome weaponry 
inlo a small chassis- Primary firepower comes from ihe LB-XAC-2 Auloconnon 
mounted on the right arm, and ihe extended-range medium laser in its left. A 
small pulse laser and streak SSRM-4 missiles round out its punch oi shod range. 
Not as quwk os the flrcmoth. but advanced firepower and stronger armor 
provides more durability in close combat. 



Jenner 

Wt: 35 
Spd: 151 
Class: Lf 




Weapon 


Ammo 


Locarioni 


Distance 

Cm) 


Oroup 




5ASM 6 


9i J 


<IGHT ■ ^V 


4y7 






SSRM-rt 


Ml 


LIFrARM 


4 V " 








too 


RIGWr TORSO 


m 




IB SX AC 


100 


LEFT TORSO 


700 


A 




[■lAMP'VEO! 




CENfER TORSO 


408 







A flying kill machine, the tenner H-C s speed has been exploited to make one of 
the iastesi ond most maneuverobte 'Mechs m existence. Designers have 
reinforced its center torso and leg armor tor increased survi vabil ty . and its 
powerful jump Jets bhngnew meaning to the phrase 'Death from Above ." 



Nova 

Wt:50 
Spd: 86 
Class: Med 




Weapon 


Ammo 


Locarioni 


Diitfancc 1 

(m) Group 




eruser(med; 




LEFT ARM 


510 


A 




PULSE USER (MED) 




LIFT ARM 


406 


A 




PI/LSt LASER JMED) 




LEFT ARM 


■:.■* 


3 




V-KH.N1 SUN 


200 


LEFT ARM 


: 






Eft USES (M£D) 




RKiHTARM 


510 


A 




PULSE USER (MED) 




*: ,.. \-v 


4Qfl 


B 




PULSE USER (MED) 




jo" " y<v 


408 






LB-lOX AC 


100 


*>Gl** ARM 


AOO 







The Novo has o^ unusual appearance and fearsome capabilities Hexagonal 
weapons pods on each arm boost six medium lasers that provide exceptional 
lircpower but generate too much heat lor sustained firing The Nova mounts four 
additional double heal sinks to allow the pilot more freedom to use his weapons: 
nevertheless, a pilot who fires all lasers m one salvo risks immediate shutdown 
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Storm Crow 

Wt:55 
Spd: 9/ 
Class: Med 




Mad Dog 

WtrtfO 
Spd: $6 
Class: Med 




tVuos>wii 


Ammo 


Locafioni 


Durante 
Cm) 


Group 




ERLASR'MED) 




RKJHrARV 


510 


A 




■- . *- -. v.; : 




RtGKr ARM 


510 


B 




ER LASER (MED) 




,FT WV. 


510 


1 




ER LASER (MED) 




LEFF ARM 


51U 


B 




ULTRA AC/5 


LOO 


LETT rORSO 


.v;:i 






PULSE LASER (Stt) 




CENTER TORSO 


2U4 


A 




ULTRA AC/5 


100 


CENfER TORSO 


Wu 







The Inner Sphere was totally unprepared for a Mech equipped with double- 
bonded Losefs on eoch orm and the heat sjnks that allow the pilot to um: thtin 
The configuration ot the Storm Crow could devastate a foe In mamentv Ihc 
spwd and firepower of this version of the Storm Crow commands the respect of 
any military force 



k,~ 


Amino 


Locations 


Disfonco 
Cm) 


Oroup 




PULSE LASER (MID) 




?JGHT a?m 


A + 


A 




PULSE USER (MED) 




.':'-' ttV 


40H 


A 




PULSE IASER (LRG) 




RIGHT ARM 


815 






PULSE LASER ORG) 




LEFT ARM 


815 






LRM-10 


17.0 


?:SHT :i.^:j 


1O00 






LRM-10 


120 


liH I<RSO 


1000 







The Mod Do# serves mostly as o tire-support Mech As its name Impbes. the 
Mad Dog's bJtc is dcodly, with twin rocks of 10 long-range missiles that can 
certainly hasten the enemy's death. Should the Mad Dog injure on enemy at lontf 
range, it can toke tote <nio K own hands (or orms *n this case) and use >ts laser 
weapons to finish off b foe 
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Hellbringer 

Wt:<$5 
Spd: »6 
Class: Med 




Weapon 


Ammo 


Locarioni 


Distance 
(m> 


Group 




ER PPC 




.!F; ARtt 


746: 






SSRM-6 


90 


right torso 


4V7 






ER LASER (yED; 




LIFT TORSO 


51 U 


A 




i- .v-.:- <■'.'. 




Fi [ll«J 


255 


- 1 




MACHINE GUN 


200 


fOGMr TORSO 


i7S 


' 





The Hellbrtnger is an elcctroroc marvel its blend of weapons systems is o sound 
combination of amino efficiency, anH-'Mech capabilities, ar>d long- and short- 
range functions The only problem w:lh this design is Ihot it cannot handle the 
massive amounts of heat generated by its mixture of systems. Warriors must be 
cautious in Imng upon targets so thai cockpit heat levels do not rise loo h-gh 
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Summoner 

Wt: 70 

Spd: 86* 
Class: Med 




Weapon 


Amino 


Locations 


DisTancu 
(m) 


Group 




i ? ^P( 




right ARM 


?46 






JJ lUX AC 


1UU 


St' AW 


6UO 






lRM-15 


120 


UFr TORSO 


luuu 






v: we-j MB» 




jf; r*jy*u 


4UH 






ssrm-2 i<;u 


HWHf TORSO 


4V7 


*■■ 




SSUA-2 '' 


10T fORSO 


4V7 


A 





The huge Summoner standing al least a meter falter than most other 'Ucchs, 
towers over opponents with its impressive and very lethal arsenal Its mm of 
weapons complement thts Mech's maneuverability to make it a deadly foe 
This model carries a long-rantfe missile launcher on its left shoulder a PPC in 
one hand and a heavy outocannon m the other 
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Timber Wolf 

Wt:75 
Spd: 84 

Class: Hvy 




Gargoyle 

Wt:80 
Spd: 86 
Class: Hvy 




Weapon 


Ammo 


Location! 


Distance 
(rn) 


Group 




MACHINE GUN 


2*i\i 


CfNTt-; ORNJ 


175 


B 




I- 1 ^ASIRORG) 




LEFT ARM 


h);V 




IR LASER (MED) 




LEFt \RM 


550 A 




F1JLSELASIR(\MI« 




l£FT TORSO 


*;K B 




:*V,-20 


i;:i 


[})■ 'ij"J>i> 


1001) 






ER LASER (SM) 




RIGHT TORSO 


255 


B 




ER LASER (LRG) 




RIGHT ARM 


1019 






ER LASER (MED) 




RKSHJARM 


510 


A 




LRM-20 


120 


RIGHT rcjRSfi 1000 







The Timber Wolf displays impressive firepower, starting with double LRM-20 
racks on the shoulders and continuing wilh large weapons pods on each arm. 
each pocking on extended- range large laser and an extended-range medium 
laser The Timber Woll also carrcs a triple-threat on the larso - two lasers 
slroddle a machine gun all of which combine tor exceptional firepower during 
those 'up-close ond personal" assaults 



Weapon 


Anne 


Locofiom 


Di stance 

Cm) 


Uroup 




:■>> •:. 


100 


RlGKr ARM 


450 






LB-20X AC 


100 


L£FI ARM 


4b<; 


3 




ULTRA AC/10 


100 


RIGHT TORSO 


L-uj 


B 




I TR A AC/1- J 


UK) 


LIFT TORSO 


500 






L- _V— ' -V- 




RIGHT ARM 


. :■: 


A 




ER LASER KM) 




LEFT ARM 


f ~\ 


A 




GAUSS SJFLE 


id 


CENTER TORSO 


18?u 







Employing extensive ond varied firepower, the Gargoyle is a unique design. The 
most common combination of weapons includes an LB-20X Autocannon and 
small extended* range laser on eoch arm. with two medium-range Ultia- 
Autocannons on the Torso. The almighty Gauss rifle shoots from dead center on 
the lorso. and can obliterate targets lrom close to two kilometers out. 
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Warhawk 

Wt:85 

Spd: 64 
Class: Hvy 




Weapon 


Anmo 


Locariont 


Distance 
Cm) 


bfOUD 




i'l P?C 




BGHF arm 


74rt 


A 




iRPPC 




LEFT ARM 746 


V 




:=! J&W [IX 




LFFf ARM 1019 






ER LASER (SM) 




RIGHT ARM 255 


B 




ER LASER (SM) 




L :m \:-v 


255 


B 




ULTRA AC/2U 


100 


wgw torso 


400 






WV ■ 1 90 


Lift rORSO w 







The Warhawk po.<i$ PPCs and multiple losers m the arms, odds an Ultra- 20 
Autocannon and streak forget -locking missiles on the Torso, and can annihIJole 
smaller Mechs with a single blasl A *Mech lor Ihe tenacious attacker, its rock- 
wild armor piolecls in even Iho most heated ol battles. 
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Dire Wolf 

Wf: 100 
Spd: 54 
Class: Hvy 




Weapon 


Ammo 


LocaHom 


Ditto nee 
Cm) 


Group 




ER LASER CSG) 




■ '.-'.' 


MS 






- v-l- ..-;":.■ 




iii: '.-'.' 


HIS 






PULSE US£R<MK» 




lErr arm 


.in- 


B 




PULSE LASER <MED) 




LEFfARM 


-108 




PULSE LASER (MED) 




LEFT ARM 


■li i- 






LRM-10 


120 


LEFT fORSO 


1000 






ULrRA AC/10 


100 


RIGHf ARM 








[R USE? (LRG) 




RIGHT ARM 


-A. 






LRM-10 


120 RtGHT IORSO 


1000 





The Dixe Wolf, Ihe largest and most heavily armored Mech charts available, is 
quite literally a roaming slaughterhouse. An LRM-10 rack sits on the left 
shoulder, and each arm consists of a bundle of death - extended-range and 
pulse losers on the left, wrfh an Uttro-10 Auiocannon thrown in on the nght arm 
for good measure. Seven double-strength heat sinks are mounted in the torso of 
this Mech lo deal with heal buildup 
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Customer S upport 

Online Services with Activisidn 
fdrums, e-mail amd file library 

Support 

* Internet: support®activisionxom or http://wwwoctivision.com 

* America Online: Use keyword M Adi vision" to locale the Activisjon 
lorum. 

* CompuServe; 76004.2122 or [GO GAMBPUB] 

* Activision BBS: (310) 4790335 Up to 28,800 Baud; Settings. 8 Bits, 
No Parity, 1 Stop Bit (8, N, 1) 



Mi'chWorrior 2 for the Sahjm developed by Quantum Factory. Inc. 
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ARCADE COMBAT EDITION 



I1CI1 WARRIOR 2 



31ST CENTURY COMBAT 



Heads-Up 

D I S P LAY 



Pdwer-Ups 




HEAT SINK 




HEALTH 



c 



INVINCIBH 




FIRE RATE 
INCREASE 




STEALTH 



$ 



JUMP JET 






Weapons 
Reload 



Speed Burst 



Radar Display 

(Green = Friendly, 

Red = Enemy, 

Yellow = Projectiles, 

Blue = Objective) 

Targeting Bracket 



Targeting Camera 




Enemy 'Mech 

Damage Display 

(Yellow=75%, 

Red =25%) 



Jump Thrust 
Indicator 



Heat Tracking 
Indicator 



User Mech 

Damage Display 

(Blue=l00%, 

Yellow=75%, 

Red=25%) 



Weapons Display 
(Green = Ready. 
Red = Reloading, 
Black = Empty/ 
Damaged) 



Mission Objective 



Targeting Reticle 

Throttle Forward 

(Green) 

or 

Reverse Throttle 

(Blue) 



AcfiVisioN 



CONFIGURATIONS 1 , 2 & 4 



LDNFIGURATIDN5 J C* 



I Ccnligurabonl] 
[ Contigumliaay] 



CoBttQBfiUon 5 



Pi Teh Up 
Pitch Down 

Lett 



Up 

Pitch Down 
Pit ch Up 




Objectives 
Pause 




Forward 



Left 



RMttM 



ftOTttfM 




tan Jet 



Luff Fono Twist 



9iflht Torso Twist 



Pitch Dow* 
Pitch Up 
forward 

Left 

MtchUp 

Pitch Down 

Reverse 



Weapon 5*l«cr 




Objectives 
Pause 



Objectivei 
Pause 
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Actrvislon, Inc MethWamor BattleTech, BatileMech and Mech are 
registered trademarks of FASA CORPORATION © 1995-1 997 FASA 
CORPORATION AH other trademarks and trade nanus aie tne 
properties of their respective owners 



